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License Agreement Notice: You are bound by the license 
agreement shown before installing the garne. You must 
accept the license agreement before you are able to 
install Deal or No Deal: Secret Vault Games. 
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Games! Do you have the right combination 
of skills and nerves to join host Howie 
Mandel and venture where no contestant 


a Se gone before? | 
i - ?) ee a ee 
“ihe heavily guarded vault contains 20 cases 3) 


_Nemaining games so unique and highly clas- 
sified that even The Banker needed special 


clearance. Each game is derived from the hit 
TV show so be sure to master them all -- or 
you'll leave the vault with one penny instead 


offtuiliens of dollars. ‘ | 4 


If you're ready to challenge friends and 
family to “Strike a Deal,” discover “The Keys 
to Success” and defy the odds in “Dice or No 
_ Dice” then it’s time to answer the most 
portant question of all... 
oe 
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INSTALLATION / SETUP 


Installation — Insert the Dea/ or No Deal: Secret 
Vault Games CD into your CD-ROM drive. If the 
game is not already installed, the installation process 
will begin automatically after you insert the game 
CD. 


If the autorun is disabled on your system, you will 
need to manually launch the installation process. Use 
Windows, Explorer to view the contents of your CD- 
ROM drive and double-click on the “Setup.exe” file. 
Follow the on-screen prompts to setup the game on 
your system. 


Direct X Setup — Deal or No Deal: Secret Vault 
Games requires that you have DirectX 9.0c or later 
installed on your system..Jf.you don’t have this 
installed on your system, DirectX 9.0c will be 
installed at the end of the install process. 


If you need to install DirectX later, use Windows 
Explorer to view the contents of your CD-ROM, open 
the DirectX 9 folder and double-click on the “dxst- 
up.exe” file. Follow the on-screen prompts to com- 
plete the installation process. 


Playing The Game - With the Deal or No Deal: 
Secret Vault Games CD inserted into your CD-ROM 
drive, click the Start button on your Windows taskbar, 
then select Programs, Deal or No Deal: Secret Vault 
Games and finally click on the Deal or No Deal: 
Secret Vault Games icon. 





MAIN MENU 


Start the Show! - Select one of 3 tournament options 
with your goal to earn as much money as possible 
and make it to the top of the Leader Board. 


Free Play - Play any game you choose. It’s great prac- 
tice for the tournament mode. 


Options - Adjust the Audience sounds, Music and 
Effects volumes, as well as check for the latest 
updates for the game (requires Internet access). 


Credits - View the folks involved in the creation of the game. 
Exit - Close the game and return to. your Desktop. 


START THE SHOW! 
This is the Deal or No 


Deal: Secret Vault le 2» :ton toipreewe 
Games tournament re | a \ 
mode. There are three = 


different tournament 
options to choose from 
and your mission is to 
climb in the standings on the Leader Board. 

No Big Deal - A mini-version of the tournament con- 
sisting of 5 games. 

Howie's Choice - This is the standard tournament 
consisting of 8 games. 

Banker's Dozen - If you’re feeling lucky, partake in a 
tournament consisting of 13 games. 

Check High Scores - Check and see the top ranked 
players on the Leader Boards. 








FREE PLAY GAMES 

! Select the game of 
your choice. Your 
goal here is to get 
the hang of each of 
the games so you 
are ready to com- 
pete in the tourna- 
ment mode. The 
more you practice, 





the luckier you get. 


Most games consist of 6 rounds. The games will 
increase in difficulty as you play through each round. 
Remember to factor this in when you are making 
your Deal or No Deal decisions. Become a master of 
all 20 games and The Banker will be sure to lose 
your phone number! 


THE BANKER 
The Banker is your nemesis 


throughout Deal or No Deal: IDEAL |S =1= 7.0m 
Secret Vault Games. In some 
games he will sit back and 
allow you to play while making 


sibel 


tempting offers for you to quit. i 
In others, you will go head-to- 
head against him. The Banker 
is sly and astute. Are you? 
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THE SECRET VAULT GAMES 
Wheeler Dealer 


Spin the wheel to try 
to land on the highest 
value cash spaces 
while attempting to 
avoid the Bust spaces. 
Hit the spin button at 
the desired strength 
to spin the wheel and hopefully land on some serious 
cash. After 6 spins The Banker will make you an offer. 
You can take that offer, or hold.outfor a chance to win 
even more cash. Be careful though, The Banker will 
add two additional Bust spaces every round. 





Follow the Leader 


Each board has green 
squares that contain a 
directional arrow. Click on 
One"of the squares and a 
“P" for player will appear. 
It will turn blue and a dol- 
a lar amount will be added 
to your scoreboard. The 
remaining squares will be green or grey. Next, select 
from any of the green squares (grey are out of play) 
and make sure the directional arrow points AWAY from 
your “P” square. 

Your new selection will now become the blue “P” 
Square and your previous square will turn into a red 








Banker square. Continue selecting squares. If you pick 
one that points to your current “P” square or a Banker 
square, you will Bust and the game is over. 


A round is complete when you fill up your goal meter 
(located on the left side of the screen) and it goes from 
green to red. 


Strike a Deal 


You start with $1,000 and play 6 rounds, whether or not 
you take The Banker's offers. Each case you select will 
modify your score. Certain cases will add to the amount 
and others will subtract. The modifiers turn grey after 
they have been implemented. After 5 cases are 
revealed, The Banker will make you an offer. 


The decision is to either accept The Banker's offer and 
advance to a more challenging board or test your luck 
on the current board. If you say No Deal, the round will 
continue -- but 3 strikes and you are out. 


Dropping Dollars 


Click on blocks in the top row to drop them into the 
grid. To win money you'll need to line up a sequence 
of digit blocks to the right of a dollar block of the same 
color. The higher and longer the sequence of numbers, 
the more money you'll win. For example, if you line up 
green digit blocks in the order $1000, you win a thou- 
sand bucks. If one of the digit blocks is red, like the $ 
sign, you would not win any money. To move on to the 
next round, simply match or beat the money total need- 
ed for that round. 
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Keys to Success 


95.25 “KP Srosecess To your left there is a 
f = -—— vault and in bie r. 
1 you is a number of but- 
ie _ = tons that hide colors 
beneath them. When 
you click one of the 
© buttons, a series of 
lighted colored blocks 
will appear to the right of the key pad. This represents 
the number of buttons you must find of that color 
(ranging from 1 to 8). You'll need to uncover each 
lighted button of a particular color in order to unlock 
that color’s key. 


There are six colors in all, which means six keys need to 
be found in order to unlock the vault. The longer it 
takes you to find all six keys, the less time you will have 
for the next round. If your time runs out before you 
find the keys, then you lose. As the rounds progress, 
the number of colored buttons increases. 






Banker-B-Where? 


In Banker-B-Where? 
you'll need to click on 
the squares to reveal 
dollar amounts. The 
higher the dollar 
amount is, the closer 
it is located to a 
Banker square. You need to reveal all the squares 
except for the Banker squares to win. If you do 
reveal a Banker square, you lose. Each round adds 
additional Banker squares to the board. 








Lucky Shuffle 


The object of Lucky 
Shuffle is to slide 
the cases in such a 
way that they line 
up two of the same 
dollar amounts. 
Slide the cases by 
clicking on the 
Orange affows. 
Lining up the amounts results in that amount being 
added to your score. If you line up cases with strikes 
in them 3 times, you'll lose. And if you line up 2 
bust cases ... it's Game Over. 





The Gra$$ is Always Greener 

iy m You're squaring off 
against The Banker 
here. Choose a 
case and decide 
after you've 
opened it whether 
to keep it and add 
its value to your 
total, or pass it to 
The Banker. If you decide to keep it, The Banker will 
choose another case on the board to add to his total. 
If you pass the case to The Banker you will be given 
a different case on the board that won't open until 
the end of the round. Whoever has the highest 


money total at the end of the round is the victor. 
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Stuck with the Bill 


In this game you'll also be competing against The 
Banker. The premise is to make sure you are not the 
last one to pick a square. You can select any num- 
ber of consecutive blocks in a row or column to 
achieve this. Click on a square to bring up the high- 
lighter and then highlight a row or column you want 
to select. To select that column or row, click on the 
last block of the row or column. If The Banker is the 
last to pick you win. If you make the last pick, you 
are stuck with the bill and The Banker wins. 


Note: if you highlight a square by mistake and want 
to change your mind, press the right mouse button 
to undo your pick. 


Banker’s-a-Square 
You're playing 
against The Banker 
in this game as well, 
so play like you 
mean it. You and 
The Banker take 
turns connecting 
dots with the lines. 
The object of the 
game is to complete as many squares as you can. 
Each time you create a square you'll get another 
turn, so try and place lines so you can create several 
squares in a row. The player with the most squares 
at the end of the round wins. 
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High Low 

You start this game by choosing 2 cases. One of 
those cases will open and you will have to decide 
whether the next case you open will be HIGHER or 
LOWER. If you're right $25,000 will be added to your 
total. If you’re wrong, you get a strike— 3 strikes and 
you're out. The second case will then take the place 
of the first and the process will repeat. After four 
picks The Banker will offer you a deal. Play your 
cases right and you can win half a million bucks. 


Phrase that Pays 


The object of this 
game is to guess 
the word or phrase 
puzzle. Each letter 
costs a certain 
amount from the 
pool of money you 


start with, so pickvas 
a = few as possible. 
The fewer letters you solve the puzzle with, the more 
money you keep. Click on a letter to reveal all 
instances of it appearing in the puzzle. When you 
think you know the puzzle, use the keyboard to 
enter it in the answer space to see if you're correct. 
You lose if you input a wrong answer or spell out 
“BUSTED” by picking a total of six letters that don't 
exist in the puzzle. 
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Weight and See 


In this game you 
must guess the 
weight of the case 
to the left of the 
scale. Do this by 
trying combinations 
of the different 
weights on the right. 
If you add too much weight you.can remove a 
weight by clicking on it. If you can balance the scale 
before your guesses run out, your prize will be worth 
the weight, | mean ... wait. 





Dice or No Dice 


If you're on a roll then 
play Dice or No Dice. 
In this game you'll 
win cash by using 
your five dice to cre- 
ate one of the color 
combinations on the 
© money board. The 
longer the odds, the more money the combo is worth. 
You have 3 rolls to make the combination. 


After the first 2 rolls, you have the option to Hold a die 
and keep that color for the next roll by clicking on it. In 
certain instances, you have a match with more than 1 
combo. The winning combos will be highlighted and 

you must select which combo you want by clicking on 

it. The Banker will make you an offer every 4 attempts. 








Cross the Banker 
You're up against 
Mr. Banker again. ened 
The object is to try § Tt 
to connect dots with | 
your blue lines p= rage” 
going TOP to BOT- fa —— 
TOM while blocking 
The Banker's red 
lines going from LEFT to RIGHT. You can block him 
by placing your blue lines in his red line’s path. Beat 
him to the objective and you'll move on to the next 
round. 
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Hunting for Dollars 


Dollar amounts are 
hidden throughout 
the board; both ver- 
tically and horizon- 
tally. The amount 
you are hunting for 

in each round is list- 
ROUND “CASHGOMES ed in your Cash 
— Goal section. Locate 
all the amounts that add up to your Cash Goal and 
you win. Keep in mind you need a $ (dollar sign) at 
the beginning of a sequence, and you have located a 
dollar amount sequence (ex: $2000) when it is high- 
lighted in yellow. Warning: if you pick 3 Banker 
(strike) squares you bust. 
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The Banker's a Snake 


In The Banker's a 
Snake, you'll be 
competing against 
the slithering Banker 
once again. Reach 
your cash goal, 

"eee «| Se «which is shown at 
mm gtr pee the bottom of the 
screen, by eating 
money on the board. Once you reach your cash goal 
move your snake to the END square to complete the 
round. The Banker will be using his snake to block 
you at every turn. You're not allowed to move into a 
square occupied by your snake or The Banker's 
snakey Ifyou are unable to move, you'll bust and 
he'll hiss. 





Moving Forward 


In Moving Forward 
you need to reveal 
the squares one by 
one until every 
square is revealed. 
The trick is that each 
box has an arrow in 
it that you'll need to 
follow to reveal the 
next square. If you become stuck and you can't pick 
another square, you'll get a strike.. 3 strikes and you 
bust. 
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Pyramid Scheme 


In Pyramid Scheme 
you get to build a 
pyramid of cash that 
gets bigger and big- 
| ger each round. 
You'll need to pick 
from the cash 
blocks and choose 
one of them to 
place in the pyramid. As you build bigger pyramids, 
you will get to reveal more blocks before making 
your choice of which to pick. Blocks placed above 
other blocks need to be higher in value than both of 
the blocks that sit underneath it. When you finish 
out the top of the pyramid you win. 





Money Market 


This is a game where 
you bid against The 
Banker in a cash case 
auction» There are 3 
cases up for bid that ee Se 
may contain any ee — 
combination of the 
dollar amounts listed on the money board. You've got 
to puzzle through the odds and make sure you don’t 
bid more than the combined amount of money you 
think is contained in the 3 cases. After every case has 
been auctioned the player - you or The Banker — with 


the highest cash total wins. 
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